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Abstract

When pupils actively engage in the learning process, language acquisition becomes more successful. The
emphasis of traditional Hindi teaching methods is frequently on memorizing and reading and writing tasks,
which might occasionally lower students' enthusiasm in the topic. Innovative teaching techniques are
necessary for modern education in order to make learning more interesting and significant. A successful
pedagogical strategy that combines educational content with entertaining activities is game-based
learning. It facilitates the participatory and entertaining acquisition of language skills by students.

This study looks at how cutting-edge game-based teaching techniques can be used to teach Hindi in the
classroom. The study was carried out in a few Nalanda district schools. The idea of game-based learning,
its significance in language instruction, and its advantages for students are all covered. To improve
students' vocabulary, grammar, and communication abilities, a variety of classroom-based games are
offered, including word chain, vocabulary bingo, crossword puzzles, spelling bees, and role-playing
exercises. The article also emphasizes how important teachers are to the successful application of these
strategies. According to the study's findings, students' motivation, engagement, and general Hindi
language ability can all be greatly increased by game-based learning.
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Introduction

Language is a crucial tool for learning and communication. One of the most popular languages in India is
Hindi, which also has a big role in the educational system. However, because traditional teaching
techniques frequently largely rely on textbooks and lecture-based instruction, many students find language
learning challenging or boring. These approaches are not always successful in grabbing students' interest
or guaranteeing their active engagement.

Innovative teaching techniques that increase learning's interactivity and enjoyment have been highlighted
by educators in recent years. Game-based learning is one such approach. Students can participate in
engaging exercises and improve their language abilities in an environment created by educational games.
Students are encouraged to use their language skills in practical settings, engage with their peers, and think
creatively through these activities. With game-based learning, the classroom becomes an active,
collaborative learning environment instead of a passive one. Instead of being passive observers, students
take an active role in their education. Students gain a favourable attitude toward the subject when learning
is integrated with games. This approach increases students confidence in utilizing the language while also
improving their comprehension of linguistic ideas.
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As a result, incorporating game-based teaching techniques into Hindi instruction can make learning more
efficient and pleasurable for students. This is especially true in the Nalanda district's schools, where
creative teaching strategies can boost students' interest in the language.

The idea behind game-based learning

The use of games as teaching tools to accomplish educational goals is known as "game-based learning."
This approach turns educational tasks into games so that students can learn via engagement and
participation. Competition, teamwork, innovation, and problem-solving are all components of games.
These components encourage students to take an active role in their education. Students learn by doing,
investigating, and experimenting rather than passively remembering facts. Because language abilities are
developed via practice and communication, game-based learning is especially successful in language
education. Students can practice speaking, listening, reading, and writing in a fun setting by playing
games. Additionally, they lessen the worry and fear of making mistakes, which frequently serve as
obstacles to language acquisition.

Vocabulary growth, grammar practice, reading comprehension, and speaking exercises are just a few of
the uses for educational games. Students naturally utilize language to communicate with their peers when
they play these kinds of activities. They are better able to retain information thanks to this useful
application of language.

The Value of Using Games to Teach Hindi

When it comes to teaching Hindi, game-based learning has numerous advantages. It adds energy and
interaction to the educational setting. Students become more enthusiastic and curious when games are
incorporated into the educational process. They find learning through games to be more engaging and
pleasurable. Increasing students' motivation to learn is one of the main benefits of game-based learning.
Students participate more passionately and pay closer attention when they are enjoying the learning
process. Additionally, games encourage children to perform better by fostering a healthy feeling of
competition.

The fact that this approach results in long-lasting learning is another significant feature. Concepts are
easier for kids to recall when they learn via experiences and activities. Playing games improves language
skills through practice, repetition, and active engagement.

Additionally, game-based learning encourages students to interact socially. Numerous games necessitate
teamwork and collaboration, enabling students to interact and cooperate with their peers. Their speaking
and listening abilities are improved by this exchange.

Additionally, games give teachers a quick and easy opportunity to gauge their pupils' comprehension.
Teachers can assess students' language skills by watching how well they play games in class, rather than
depending solely on traditional exams.

Objectives of the study

The current study intends to investigate the efficacy of cutting-edge game-based approaches for Hindi

instruction in the classroom. The study's particular goals are:

1. To comprehend the idea and importance of game-based learning in Hindi language instruction.

2. To determine several cutting-edge educational games that can be employed to successfully teach
Hindi.
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3. To investigate how game-based learning affects students' motivation and involvement in class.

4. To examine how game-based exercises aid in the growth of students' Hindi vocabulary, grammar, and
communication abilities.

5. To assess how instructors use game-based teaching methods in Hindi classes.

Research Methodology

1. Research Design- A descriptive and qualitative research design is used in this study. This design's
primary goal is to comprehend and evaluate the function of game-based learning techniques in Hindi
instruction in classroom settings. While the qualitative approach concentrates on comprehending
students' participation, engagement, and learning experiences during game-based activities, the
descriptive approach aids in the explanation of existing teaching approaches.

2. Study Area - The investigation was carried out in a few Nalanda district secondary schools. The
district of Nalanda is renowned for its educational and historical significance. This district's schools
offer an ideal setting for observing and researching cutting-edge teaching techniques including game-
based learning in Hindi language classrooms.

3. Sample- The participants in this study were chosen using a purposive sampling technique. Students
and Hindi teachers from particular secondary schools in the Nalanda district made up the sample. The
study had five teachers and fifty students in total. The participants were chosen because they had
firsthand experience teaching and studying Hindi and could offer pertinent perspectives on the efficacy
of game-based learning techniques.

Tools and Techniques for Data Collection

The data for the study were collected through various qualitative methods to obtain a comprehensive

understanding of classroom practices. The following tools and techniques were used:

e Classroom Observation: To observe how game-based learning activities were conducted and how
students participated in them.

o Informal Interviews: Informal discussions were conducted with teachers and students to understand
their opinions and experiences regarding game-based learning.

o Participation in Classroom Activities: Students actively participated in different game-based
activities designed for Hindi language learning.

e Performance Analysis: The responses and performance of students during these activities were
analyzed to assess the impact of game-based learning.

These tools helped in understanding students’ engagement, interaction, and interest in learning Hindi

through game-based methods. They also provided insights into how such strategies support effective

language learning in the classroom.

Methods and Instruments for Gathering Information

To gain a thorough grasp of classroom procedures, the study's data was gathered using a variety of

qualitative techniques. The following instruments and methods were employed:

1. Observation in the classroom: To watch how students engaged in game-based learning activities.

2. Informal Interviews: Teachers and students were interviewed informally to learn about their thoughts
and experiences with game-based learning.

IJFMR260271325 Volume 8, Issue 2, March-April 2026 3



http://www.ijfmr.com/

m International Journal for Multidisciplinary Research (IJFMR)

ILJFMR E-ISSN: 2582-2160 e Website: www.ijfmr.com e Email: editor@ijfmr.com

3. Engagement in Classroom Activities: Students took an active part in a variety of game-based exercises
intended to help them learn Hindi.

4. Performance Analysis: To evaluate the effectiveness of game-based learning, student reactions and
performance during these activities were examined. These resources made it easier to comprehend
how students interacted, engaged, and were interested in learning Hindi using game-based approaches.

Methodology of the Research

Word chain, vocabulary bingo, crossword puzzles, spelling contests, and role-playing exercises are just a
few of the game-based learning activities the researcher implemented in the Hindi classroom. Over several
weeks, these exercises were carried out. Throughout the exercises, the researcher watched how the
students participated, engaged, and improved their language skills. In order to determine the usefulness
and efficacy of these approaches, teacher input was also gathered.

Result and discussion

The study's conclusions show that game-based learning improved Hindi instruction in the classroom.
First, when compared to traditional teaching techniques, students shown a greater degree of engagement
and enthusiasm during game-based activities. They engaged fully in the exercises and had a stronger
interest in picking up new vocabulary and ideas.

Second, pupils' vocabulary and grammatical abilities improved because to the utilization of instructional
games. Students were prompted to consider word definitions, spelling, and sentence construction through
exercises like word chains and crossword puzzles. Third, the study discovered that role-playing and group
activities helped pupils improve their communication abilities. Students had the chance to communicate
with their peers in Hindi and share their thoughts through these activities. The classroom atmosphere got
livelier and more cooperative, which was another significant finding. Pupils were more eager to
collaborate, support one another, and take part in class discussions.

Additionally, educators noted that game-based exercises facilitated the natural assessment of students'
comprehension and the explanation of linguistic ideas. All things considered, the results indicate that
game-based learning can greatly improve the efficacy of Hindi instruction in classrooms.

Conclusion

An inventive and successful method for teaching Hindi in the classroom is game-based learning. Teachers
can create a more dynamic and interesting learning environment by incorporating educational games into
language training. The study's conclusions demonstrate how game-based approaches boost students'
enthusiasm, engagement, and self-assurance when speaking Hindi. Additionally, these exercises help
improve vocabulary, grammar, and communication abilities. Additionally, the study shows how using
games in the classroom creates a dynamic, cooperative learning environment where students gain
knowledge via interaction and experience. When it comes to creating and executing suitable game-based
activities that support learning objectives, teachers are essential. Thus, it can be said that teaching Hindi
using cutting-edge game-based techniques can significantly raise the standard of language instruction.
These methods should be promoted in schools to help children learn languages more effectively,
meaningfully, and joyfully.
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Limitations of the Study

The current study has some limitations even though it offers helpful insights on the efficacy of game-
based learning in Hindi language instruction. First, only a small number of schools in the Nalanda district
were included in the study, which may not accurately reflect the circumstances of all schools in other
districts or states. Therefore, without more research, the study's conclusions cannot be applied to a larger
population. Second, only a small number of students and teachers made up the study's sample size. Results
from a larger sample would be more thorough and trustworthy.

Third, the study only lasted a brief amount of time. Since language acquisition is an ongoing process, a
longer observation period may yield more detailed information about the long-term effects of game-based
learning on students' language development. The study's primary emphasis on classroom observations and
qualitative analysis is another drawback. Incorporating quantitative instruments like questionnaires and
standardized examinations could yield more accurate assessments of students' learning results.
Notwithstanding these drawbacks, the study provides insightful viewpoints on how cutting-edge game-
based techniques can improve Hindi language instruction.

Recommendations and Educational Consequences

Several recommendations for enhancing Hindi instruction using game-based learning can be made in light
of the study's findings. First, in order to make language learning more interesting and pleasurable for
students, teachers should integrate creative game-based activities into their normal classroom instruction.
Language abilities can be efficiently developed through activities like word games, role-playing,
storytelling games, and vocabulary challenges.

Second, instruction on the application of game-based learning techniques in language instruction should
be part of teacher training programs. This will assist educators in creating and implementing educational
games that have a purpose in the classroom.

Third, educational institutions ought to promote cooperative learning settings where pupils can actively
engage in group discussions and activities. Students' collaboration, creativity, and communication skills
can all be developed through game-based learning.

Fourth, educational establishments and curriculum designers must to acknowledge the importance of
interactive teaching techniques and incorporate them into the Hindi language curriculum.
Lastly, more studies should be carried out in various geographical areas and educational contexts to
investigate the wider effects of game-based learning on language instruction.

All things considered, incorporating cutting-edge game-based teaching techniques into Hindi instruction
can greatly improve students' engagement, interest, and general language competency.
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